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3ACTOCYBAHHS COMPANION APP VIS HACTIJIBHUX IT'OP
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Abstract. The work is devoted to the use of companion app for board games. The development
of hybrid board games that combine physical and digital interactions. The study analyzes the
evolution of electronic technologies in board games, the main types of companion apps, their
influence on player engagement and social interaction, as well as their potential positive impact on
cognitive functions.
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3 AaKTUBHUM PO3BUTKOM LHU(PPOBUX TEXHOJIOTIM, BOHMU BCE aKTHUBHIIIIE
IPOHUKAIOTh B yci cepu Hamoro kUt [1-3]. Lle cTtocyeTbes 1 puHKY HAaCTUIIBHUX
irop, IO CTPIMKO PO3BHUBAETHCSA IMOAHS. BHIaBIll HACTUIBHUX Irop IIOBHHHI
BIIPOBA)KYBaTH HOB1 TEXHOJIOT1, 11100 3aI[IKaBUTH TPaBLIB Y CBOEMY MPOMYKTI. Jliis
I[bOTO B HACTUIbHI ITPU aKTHUBHO BIPOBA/KYIOThCS companion app — MOOLIbHI
3aCTOCYHKH, III0 BHUKOPUCTOBYIOTHCA TiJi 4yac rpu B (I3UMYHI HACTIIBHI ITpH.
AKTYaJbHICTh MOJISITA€ y TOMY, IO LEH HAmpsIMOK PO3BUTKY HACTUIBHUX ITOp €
NEPCTIIEKTUBHUM Ta MAa€ BEIHMKY KUIBKICTh BIPOBA/DKCHHS HOBHX MEXaHIK Ta
MOKpAIIyBaTH IrPOBUIA TOCBI/I.

HactinpHi irpy, 0 NO€IHYIOTh (P13UYHY Ta HU(POBY CKIIAOBY, 1I€ HA3UBAIOTh
riopugHuMU. [CTOpiss BUKOPUCTAHHS €JIEKTPOHHUX TEXHOJOTIM B HACTUIBHUX Irpax
TarHeThes Bke Outbie 100 poxki. e B 1910 poui Buiiina onHa 3 Halnmepux
KOMEpUIMHUX HACTUIBHHX I1r0p, 1110 BUKOPUCTOBYE €JIEKTPOHHI komnoHeHTH — Electra
cTBOpeHa kommaniero Sala Games (puc. 1). ['pa BUKOPHUCTOBY€E MPOCTE EIEKTPUUHE
KOJIO, JIe HeOoOX1JHO BIAMOBIAATH Ha 3allUTAHHS 1 SKIIO BIJAMOBIAL OyJIa IPaBUILHOIO,
TO JIaMIIOYKa 3aropajach.

Pucynok 1 — Hacrinbna rpa «Electray» Big kommnanii Sala Games

B ocrtanHi ) poKH BOPOBAKYIOTHCSI HE TIPOCTO €IEKTPOHHI KOMIIOHEHTH, a 1
pPO3yMHI LU(POBI TEXHONOTIT 31 CTPIMKUM PO3BUTKOM MOOIIBHUX MPHUCTPOIB.
CrpiMKHil pO3BUTOK HACTUIHLHUX 1TOP 3 BUKOPUCTAHHSAM companion app ctacs y 2014
pomi micns Buxomy rpu «Anximikum» (puc. 2). Lls rpa pospobnena nns rpu 3a
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JIOTIOMOTOI0  3aCTOCYHKY, SIKHH TEpPETBOPIOE TPHUCTPid Ha 3UNTyBad KapTOK
iHTpemieHTiB. MokHA HE BUKOPUCTOBYBATH companion app, alie e 3Ha4HO YCKJIaTHIOE
IpoIieC IPH Ta POOUTH MOTO MEHIII I[IKaBUM Ta OLIbIlIe BTOMJIIOE rpaBiiB. L{s rpa goci

- s 7=

Pucynox 2 — Ilpornec rpu «AJIXiMiK@»

B panniii knacugikanii cepes ycix riOpuAHUX HACTUIBHUX 110p, 1110 HasligyBaio S0,
PO3PI3HIIM OCHOBHI 4 BUAM companion app: BUKOPUCTaHHS NPUCTPOIO SK IrpOBOI
JOWIKK; B pom (IOK; SIK TMOMIYHUK;, IHCTPYMEHT [JIsi KepyBaHHS rpor. B
MOAAIBIIIOMY  JIOCHIPKEHHI Oylo J0/laHO COIllaJbHUM aCTEeKT BUKOPUCTAHHS
MOOUIBHMX 3aCTOCYHKIB JUIsl HacTUIbHUX 1rop [4]. 3rigHo Mopy [5], y riOpuaHux
HACTUTBHUX IrpaXx BEJMKI I1HTEPAKTHUBHI TMOBEPXHI BIATBOPIOIOTH  COLIAJbHI
MOKJIMBOCTI, THUMOBI JJisi HACTUIBHUX ITOp, TOMI SK BUKOPUCTAHHSA AaKTUBHUX a0o
MMaCUBHUX IrpoBHX (imIoK 30epirae (HizuyHi MOXKIMBOCTI, TIOAIOHI JO TPaaULIIHHUX
irpoBux (Qimok. Bukopuctanus companion app OKpiM J0JaBaHHS 1HTEPAKTUBHOCTI
rpu, oTpedye OUIBIIOT COIIaTBbHOT B3a€MO/IIT, OKPIM SIK IPOCTUX (PI3UYHUX IiH, K B
OUTBIIOCTI TPAJULIMHUX HACTUIBHUX Irpax abo KOMIT IOTEpHUX Irpax. Tomy
BU3HAUaIOTh, 110 TIOpUIHI HACTUIBHI ITPU TOB’SA3YIOTh TPU BUMIpH: (DI3UYHMIA,
CoLllaIbHUI Ta BIpTyaJIbHUM, TOOTO LIU(PPOBHIA.

Moxe 3aaBaThCh, L0 BUKOPUCTAHHSA TpaIbHUX KyOWKiB abo (imok B
HaCTUIBHUX ITpax MOXKHA 3aMIHUTH BUKOPUCTAHHSIM companion app, mo0 npudparu
el eleMEHT IPU Ta CIPOCTUTH Tpoliec TpH. [Ipore sk MOKa3yroTh AOCTIIKEHHS, 1X
BUKOPUCTaHHS € Ba)JIMBUM €JEMEHTOM B TIOpUAHMX HACTUIbHUX irpax. [panbHi
KyOuKHy, (DIIIKK 4K 1HII ApPiIOHI €IEeMEHTH I'PHU € T€, BiJ YOro IpaBlll OTPUMYIOTh
MO3UTHUBHUM NOCBiA mig dac rpu [5]. Companion app MOBUHHI JOMOBHIOBATH ITPOBHIA
JOCBIJ B3a€MOIT 3 (DI3UYHUMU €JIEMEHTaMH Ta MOBHICTIO 1X HE 3aMIIyBaTH.

Companion app Ta TiOpuIHI ITpU MalOTh pAJ TEpeBar Bij 3MINTyBaHHS
¢di3uuHOTO Ta UdPpoBoro npoctopy. llepiroro nepeBaror0 BUKOPUCTAHHS companion
app B HACTUIBHHUX ITpax € MOXJIUBICTh CIIPOCTHUTH CKJIQJIHI ITPOBI €JIE€MEHTH, BOHH
MOXYTh 3MEHIIYBAaTH TEPEHABaHTAXEHHS MO3KYy IMiJ uyac Tpu. B geskux irpax
MPUCYTHS BeJIMKAa KUIBKICTh 1H(OpMallii, sIKy MOCTIiHO Tpeba 3amam’sITOByBaTH Ta
OTpaIbOByBaTH, IO JUIIE MPU3BOAUTH O BTOMH TpaBIliB, IO B CBOI YEpry
MIPU3BOJIUTH J0 He3a0BoJIeHHs. Companion app J03BOJISIE B3SITH Ha ce0e 00poOKYy ITi€i
npiOHOI 1HPOpMaIi Ta BUAABATH BKE TOTOB1, 0OPOOJIEH] pe3ynbTaTu MalikKe MUTTEBO.
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I'paBiii 3aBISIKY IIbOMY MOXYTh BII4YTH OUIBIITY CBOOOY JIii Ta CPOKYBATHCH HA CaMiid
rpu 0Oe3 BiJIBOJIIKAHHS Ha MOHOTOHHI Jii 4M po3paxyHku. Lle mokparnye KOTHITUBHI
(GYHKIIT 11 9ac TpH Ta IONIOMAarae TpaBIsiM Kpallle MUCIUTH Ta IpUitMaru Jii.

OxpiM TOTO, 1110 BUKOPUCTAHHS companion app poOUTh MPOIIEC IPH 1iKaBIIIE Ta
OpoCTillie JJiS TPaBIliB, AOCHIKEHHS IOKa3yloTh, IO iX BUKOPUCTAHHS MOXE
MOKPAIUTH KOTHITUBHI (yHKIIT gopocnux mroned. B 2024 pomi B I[Iposinmii
CynxanOypi, Taimann, Oyao mpoBeneHO AOCHIIKEHHS [6] B sIKOMY JOpOCHi JIOAU
IPOTATOM 8 THXKHIB Ipalid B HACTLIBHI ITPH, IO MOTPEOYIOTH MOOUTBHUIN 3aCTOCYHOK
M1 gyac rpu. B pe3ynbraTi mboro T0CTiKeHHS Oy10 BUSBIICHO, 110 KOTHITUBHI (DyHKITIT
JIONIEH, 110 BUKOPHCTOBYBAJIM companion app, B MOPIBHSHHI 3 JIIOAbMH, IO iX HE
BUKOPHCTOBYBAJIU, OyJIH MOKPAILIEHI.

HactymHoro nepeBaroto € MOXJIMBICTh 1HTETpallii mtydHoro intenekry (L) B
aHAJIOTOBHI 1IrpOBHIA JOCBIN [7]. B HACTIIBHUX IrpaX MOXYTh OyTH MPUCYTHI HE ITPOBI
nepconaxiB (HIIT), sskux HE0OX1THO T0JJaTKOBO OOPOOIIIOBATH B MPOIEC] TP Ta 32 HUX
rpatu. [lonaBanns aBromaruszoBanux HIII, mo anami3yroTh jgaHi rpaBiiB Ta BEAYTh
poins HIIT 3a noromororo I 103B0MAIOTH TpaBIsSIM 10AATKOBO HE IyMaTH MPO THIIUX
NEPCOHAXIB MiJl Yac IpH, 10 TAKOXK BEJE 10 KOTHITUBHOTO PO3BaHTAKECHHS.

[lle omna mepemara riOpuau3allii 1e AOAABaHHS W3ailHEpaMH 1TOp HOBUX
MEXaHIK Ta B3aeMOJ1d. BOHM MOXyTh BUKOpHCTAaTH JOJAaBaHHA companion app sK
MOMKJIMBICTh 3POOMTH TPy IHTEPAKTHUBHINIE Ta JOJATH MOXJIMBICTH CHUPATUCHh Ha
HABKOJIUIIIHE CEPEOBHINE Ta BHUKOPHCTOBYBAaTH TaKi MapaMeTpH SK BOJOTICTb,
TeMIeparypy Tomo [7].

OcTaHHBOIO TIEpeBaroo € 3ade3neueHHs KoHp1aeHIinHoCTI 1Hpopmarii. eski
irpu 0a3yloTbCid Ha TOMY, 11O I'paBelb MOBUHEH CKpUBATH 1H(pOpMAalLilo Mpo ceode.
Tpagumiiini irpy He MOXYTh 3a0€3MeUYUTH HAAIMHY KOH(IAEHIIHHICTh, OCKIIbKU
rpaBIsIM Jyxe Jierko miarienitu. Companion app B cMapT(doHI KOKHOTO ydaCHUKA
mpoiiecy Kparte 30epirae 1o iHpopmariii Ta ii Baxde Ji3HATUCh.

B pesynabrari Oyno BHSBICHO, IO BUKOPUCTAHHS companion app B Irpax
CIPUSIOTH TTO3UTUBHOMY BIUIMBY Ha TpaBIliB Ta Ma€ Psij MepeBar Haj TPagUuIliniHUMU
HACTITLHUMU ITPaMH.
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